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>> THE BEST GAMES take you somewhere you've never been before, drop you into 
a complex world with its own rules and logic then ask ‘now what do you want to do? They are 
completely apart from movies or books, asking you not to empathize but to do. I’ve always pictured 
their inner workings as massive mechanical constructions, filled with little metal people rolling 
down thousands of metal tracks, responding to the player’s every pull of the lever or press of a 
switch. They are living, breathing, reactive things, and | love them. 


When the chance arose to work on Assassin’s Creed //! | couldn’t have been more excited. The idea 
of helping to construct a new chapter in such a vibrant and well maintained universe was a huge 
opportunity. So in February 2010 a small group of us sat down in a conference room at Ubisoft 
Montreal and wrote the title in large block capitals on a whiteboard, then sat there pondering it. 
Where would the game be set? Who would be our new hero? What needed to change in terms of 
gameplay? What period of time would the game cover? The task was mildly terrifying but also 
refreshing. We were going to create something new for the universe. We were going to define the 
next chapter in the franchise. 


But what do you keep and what do you cut? How different should the game be? How many features 
or elements were now lore in the Assassin's Creed universe? The challenge seemed to be: create a 
game that’s a huge leap, where everything is exactly the same yet completely different. However, 


over the next few years we started pulling it apart. We found our hero in Connor, as a half-Native- 
American Assassin who could provide a unique perspective on our new period of Revolutionary 
America; we began to imagine the new cities we would visit in Boston and New York; we built a 
massive stretch of the American frontier and filled it with snow and wild animals, to name a few. 


In this book you will see some of the images that sprang from that first meeting, along with some of 
the more attractive ideas we've had during the two and a half years since. We really hope you can 
imagine yourself looming above this universe, pulling its levers and operating its switches, guiding 
your version of Connor through 18th-century America, reacting and interacting with its historical 
people and places. 


Sincerely, 


ity to help distinguish the past from the present. Art Director The 


Hard angles and serried, box-like offices define the working 
environment at Abstergo headquarters. The company and its 
employees were less prevalent in Assassin’s Creed: Revelations, 


but all have a much greater role to play in Assassin’s Creed II] 


and, of course, Desmond’s ultimate destiny. 


In spite of the ominous atmosphere conveyed, the game’s artists 
still found space for a few delicate touches. The Chinh Ngo 
explains further, “We want to bring the player to different areas of 
Abstergo that we haven't been before, like the hall. You will also 
notice the addition of some vegetation inside. We want to show 
the same coldness of Abstergo as before, but add some life to it.” 


“| really wanted to focus on the Temple. | wanted 
to make it more so that you can feel the place. 
We wanted to push it further and answer some 
questions about the First Civilization,” says The 
Chinh Ngo. 


“In the Temple you are alone in a huge space; 
| wanted to bring this space more to life by 
adding water infiltrations and sand. The place 
is more grounded with these elements. Without 
them, you could imagine it would have been on 
a spaceship or something. The Temple has been 
buried for many, many thousands of years. It 
is perfect, but it is not; there is dust, there are 
elements. These elements affect the sounds and 


movements within the Temple. 


>> NEW LIFE IN Ol 


Concept artworks show the Temple to be a hive of activity and scientific 
experiment. The Chinh Ngo has more to say about the thinking behind its 
construction and the purposes each of its elements serve within the game, 
“We really defined the functionality of each environment within the Temple. 


So we have three parts: The past, present, and future. The past is like a 


server, a library. The present is like a dorm, where they would live, and the 
future is like a lab facility. These were three guidelines for the artists to 
start working on the Temple and make it believable. It gives you an idea of 
what was the 


>> THE MYRIAD CHARACTERS populating Assassin's Creed Ii! are fleshed out 


<e never before. More than 30 individuals are crucial to the main arc of the 
drawn from history. Meanwhile, non-playable personnel go about 


>> A MAN IN FULL 


Designing a convincing, mixed-race hero presented the Assassin's Creed /// 
with many challenges, not least of which trying to convey Connor’s dual herit 
Director The Chinh Ngo elaborates, “In the beginning we went from one e! 
other: The first few iterations showed a very Native American Connor, then we we 
almost 100% European looking version. We were trying to find out if there was am 
a real half-and-half. There is no right middle, but we had to go back and forth until we 


found a balance.” 
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>> Art Director The Chinh Ngo, “We experimented with different colors for Connor’s 


clothes. We started with the Assassins’ style, but adding Native American touches. We 
wanted to keep the white because it contrasts very interestingly with the green and the 
trees of the forest. At some point we were changing the red accents to other colors. We 
even tried orange — haha! Eventually we chose blue accents because it differentiates 
Connor from Ezio, and it’s a natural, fresh color.” 


>> HIDDEN DANGERS 


The iconic Hidden Blade is a staple of any Assassin’s armory, 
although Connor's incorporates a hinge, which adds to its 
lethal functionality. Artist William Wu, “For every Assassin's 
Creed game we design the glove to see how it might look with 
new weapons or new blades. The Chain Blade was eventually 
replaced by the Rope Dart, but the basic glove design has 
remained the same.” 
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TAKE TO THE TREES 


Connor moves among the limbs and branches of ir 


as his predecessors navigated alleyways and ro 
elevation gained enabling both a vantage point 2 


from which to launch devastating attacks. As + 


paintings show, the foliage also provides useful camou 
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No man is an island, as the saying goes, thus Connor needs not face his quest alone if he 
builds his own Brotherhood,” says Matt Turner. “Each of the six has their own story and unig 


They comprise a colorful team of men and women who stand for freedom and justice at a 


political affiliation.” 
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George Washington is commander in chief of the 


Continental Army and 


President of 


he United 


is later elected as the first 
States. His legend might have 


grown to exceed his achievements on the battlefield, 


but letters 
earful of wh 
regular peop 


actics, but 
ability to ins 
rue courage 


Washington c 


o his wi 


at he was 


and crosses 


he game. 


e Martha reveal that he was 


doing. “A lot of heroes were 


e in extraordinary circumstances,” says 
att Turner. “Washing! 


‘on was not particularly good at 
is will to live another day and incredible 
ire people led him to victory. He had a 
of his convictions, for good or for ill.” 
omes into possession of a Piece of Eden 
aths wit 


Connor several times during 


One of the more complicated characters of the American Revolution. T= =" 


Lee had a chequered military past, having bested his former country 
and being wounded at Ticonderoga, before a career-ending court-martia 


prevail during the Battle of Monmouth. An open critic of George Washington. == "= 


the daughter of a Mohawk chieftain and was given the name ‘Ounew 
Boiling Water, as his stern demeanor also suggests. 


>> TAKING SIDES 


The country of a man’s birth does not necessarily dictate his 
motivations. The English-born William Molineux was known 
for his volatile temperament and for stirring up trouble at 
the Boston Tea Party. The resourceful Benedict Arnold below 
became a hero at the Battle of Saratoga but later betrayed 
his countrymen in exchange for £21,000 and was eventually 


shunned by both nations. “His name is synonymous with the 
word ‘traitor’,” notes Matt Turner. 


Art Director The Chinh Ngo reveals a cinematic inspiration 
for Connor’s birthplace and its inhabitants. “We wanted 


to be historically accurate, but we were also inspired by a 


movie called ‘Robe Noire’,” he begins. “The village and 
its people have a mix of Mohawk and Iroquois influences. 
There is definitely a style we had for them, but we followed 
certain rules about colors. For instance, we couldn’t use a 
certain color blue or certain shapes, because these can be 
specific to different tribes.” 


THE MAP FOR this region is approximately 1.5 times larger than the Rome of 
in's Creed: Brotherhood. The Forest and Frontier comprises several unique environments, 
r array of flora and fauna. However, one of the biggest challenges was 

ne enough, such as it might have been in the day. As Art Director The 

orest and Frontier is completely different. When we started work on 


| 


>> EP] 


Painterly sketches demonstrate the scale and 
variety of landscapes within the Forest and 
Frontier. There’s plenty of space here for lakes, 
rivers, caves, and mountains “The vast natural 
environment can offer breathtaking views when 
absent of manmade architecture,” says Artist 
Tri Nguyen. 


Connor is an adept rock-climber, as seen in 
the image on the /eft. Although that is just one 
of the many skills required to survive in this 


diverse and unforgiving region. 
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Art Director The Chinh Ngo discusses the importance 
of trees in this region, “Composition-wise, we WOrKe> 
in a way that every tree matters. Sometimes trees anc 
vegetation are used to fill up space, but we saw it more 
like creating a bouquet of flowers: You don’t just dump 
all the flowers in the vase, you put them in carefully one 
by one to create a beautiful whole.” 


>> WILDLIFE OF THE WILDERNESS 


etches describe woodland creatures in motion. 
“| want wildlife experiences in Assassin’s Creed /I/ to be magical — in the same manner 


cross deer, elk or even bears. If we are quiet 


“The wildlife becomes the crowdlife for the Frontier,” explains 


Development s| 
Animation Director Jonathan Cooper. 


that chance encounters I’ve had in the forests in real life feel when running a 
enoug! and enjoy nature in a way that we rarely have a chance to these days in 


our busy urban lives. 


h we should be able to observe them for a time 


Writer Matt Turner adds, “The animals have their own objectives and lives, and if Connor happens to intersect with them = 


will experience a moment. Connor can use his Assassin abilities to track and hunt animals.” 


Fallen snow can be a benefit as well as a hindrance. Connor's tree- 
climbing skills come to the fore during wintry weather, while his 
adversaries will struggle through deeper drifts. Snow does very 
little to disguise the tell-tale signs of a recent kill, though. This has 
obvious advantages for the keen tracker and hunter, but also the 
distinct drawback of attracting local predators. 


JF BUNKER HILL 


Vignettes from one of the bloodiest skirmishes of the American 
Revolution. Colonial forces, learning of a British plan to seize the 
high ground surrounding Boston, take up positions on Bunker 
Hill and the neighboring Breed’s Hill. The large-scale battle that 
unfolds in the game features an unheralded number of non- 
playable characters, making Connor's task of locating his target 
all the more difficult. History records a victory for the British, 
although casualties fall on both sides in this virtual version of 
events. Chalk at least one of those up to Connor. 


Assorted scenes of Revolutionary 


warfare. “Battles most of the time 


would take place on fields, which are 


large and open,” explains The Chinh 


Ngo. “But one of the things we did 
is play with the elements of fog and 
smoke from the weapons. There are 
also particles from weapons being 
fired. There are several different layers 


to the battlefield, and it becomes a very 
interesting, dense environment.” 


Above: Fort Ticonderoga was a scene of multiple 
conflicts during the American Revolution. This 
included one notable siege during which Colonial 
militias under the command of Ethan Allen and 
Benedict Arnold were able to capture cannons 
from the British. These were transported to 


Boston and later used in the defence of the city. 


Connor has his own agenda to fulfil, of course. 


>> THE BOSTON OF Assassin's Creed I// is the location of several key events in the American Revolution 


ivided into three distinct districts, each under Templar control in some way. North Boston is overrun by criminal 
ntral Boston is home to smuggling rings and the streets of South Boston are noticeably emptied by conscription. 


over, the Boston explored within the game has a historical basis and is faithfully rendered wherever possible. 
1 is built on the actual city plan of that time,” says Lead Writer Matt Turner. “We are as accurate as our 


ogy and gameplay limitations will allow us. At times we need to adjust the size and height of buildings in order 
tate climbing, but the visual accuracy is paramount.” 


>> Boston circa 1776 contains numerous landmarks and buildings that remain 
in the present day, although the city has a radically different topography. The 
larger bay area with its substantial defences provides safe haven for many ships, 


while Beacon Hill affords a stunning and useful vantage point. The hill itself was 
partially levelled in the 19" century to allow house building on flatter ground, 
with surplus earth used to reclaim land from the sea. 


“ 


Civilians and soldiers mingle at the quay, allowing Connor to move 
through the crowds anonymously. Boston’s bustling harbor was a center 
of trade in Colonial times and the setting for the celebrated Boston Tea 
Party, one of the key acts of rebellion during the American Revolution. 
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Boston may lack the labyrinthine alleyways, 
lofty minarets, and antique grandeur of 
earlier series outings, but it is no less varied. 
According to Lead Writer Matt Turner, 
“Boston is a full city. The architecture is 
diverse and there are in fact high buildings 
throughout. The forest has made its way 
into the cities and allows traversal of spaces 
that were simply impassable in previous 
Assassin's Creed games.” 


The method used to delineate Boston’s 
neighborhoods is new for the Assassin's Creed 
series. The Chinh Ngo explains, “In the cities, 
rather than having pre-defined zones like 
we had before, with poor, middle-class and 
rich areas, we have specific differentiated 
spaces like courtyards, alleys, cemeteries and 


shipyards. They each have a unique look. Those 


spaces are kind of our landmarks; it’s how we 
created variety within Boston and New York.” 


>> THE BATTLE OF LONG ISLAND in August 1776 marks a tactical victory for the 
British, as George Washington’s Continental Army fails in its defence of New York. Much of the city 
is destroyed by the Great Fire less than a month later, with each side suspecting the r of arson 
and makeshift communities springing up among the ashes. All of which backdrops some entertaining 
gameplay possibilities, as The Chinh Ngo explains, “New York has a very unique set-up in the game. 
The burnt district is almost like a dream pla’ und for the player. It is very accidental, and it’s about 


the ability to go freely between structures while always being aware where your ‘prey’ is. It is organic, 


similar to the forest and frontier, but in an urban setting. 


The Chinh Ngo, “In New York, there is the contrast between the burnt area 
of the city, the result of the Great Fire, and the area that is not burnt. The 
burnt area is a zone of contested control. The Templars keep it because they 
don't want people going there and starting riots or rebellion. There is a really 


defined line, which is very much about the space, the contrast between the 
city that still stands and the crumbled city.” 


>> ONE FOOT IN THE PAST 


The Chinh Ngo talks about the challenge of respecting historical 
precedents while ensuring that the game remains fun to play, “First 
of all we make sure the area is working without really trying to 
literally reproduce the city layout. Next we figure out how we are 
going to climb, what the pacing is, etc. When we have that clear, we 


go back to the city design. We really deconstruct the whole city and 
its pieces.” 
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>> SHADOWPLAYS 


=-<ish soldiers are everywhere, but blending with the crowds 


ping to the shadier edges of streets are sensible ways for 
anor to avoid detection. 


2: Gilles Beloeil, “This artwork introduces the Dutch 


in New York at the time. It also introduces the horse, 
+ shows that NY had a strong military presence. You see a 
= of Redcoats. The feeling of New York here is that it is dusty 


wo 


me Cry. 


S AND HORSE CARTS 


Left: Artist Stephane Turgeon, “Tri Nguyen had already created a 
beautiful mood concept painting of New York in ruins, with several 
shelters erected over the ashes. Using photographic references, 
revisited his illustration, sketched with more definition the way 
he planks, beams and rags are roughly attached, also showing 
variety in the types of dwellings that were patched up from burnt 
houses and whatever materials were available. A final touch was 
0 include groups of people warming themselves around a camp 
ire, some starving or sick, and a dog, wandering about looking 


or scraps.” 


>> “THE HOMESTEAD REFLECTS THE idea of the American Dream, 
where you move to a new country to get land of your own and have everything. However, 
once you step on the soil it’s actually very hard to build everything from scratch,” says 
Art Director The Chinh Ngo. “The way | visualize the Homestead is to have this clear blue 
perfect sky in the background, but on the ground you see people who are sweating and 
muddy. The ground is uneven, and by looking at this you can imagine there was a storm the 


night before and these people have been working hard all through the night to patch the 


leaks in the roofs. That is the contrast. | wanted to push that duality.” 


Even restless souls such as Connor need a place to call home, although the toil involved 
in establishing, expanding and maintaining the Homestead means that proper rest is 
often a rare commodity. Above is a concept artwork for the Farm, while the previous page 
shows neighbors working together to build a new house and proves that life never really 
stands still in this bucolic backwater. 


>> SAINTS AND SINN a 


Connor’s quest requires that he keeps a clear head, although his neighbors 


are plainly bound by no such strictures. Artist Grant Hillier explains some of 
the thinking behind the design of the local public house, “In creating this 
concept for the Homestead tavern, | just thought about the kind of place 
| would like to go and relax with a brew at the end of a hard day's work.” 


en ERE 


The Manor is Connor’s main residence and his principal base of operations 


when not at large. This imposing and well-appointed building is the largest 


in Homestead village, and is almost certainly oversized for its current 
occupants — Connor and Achilles. Hardened Assassins both, the Manor is 
not without a few homely comforts. 


Clockwise from above: A well stocked kitchen, a dining space for several 
guests, a welcoming entrance hall and a restful library. 
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Two Manor rooms where Connor stores weapons, plans and keeps account of 


his activities. The basement, above initially found in a state of disrepair. 


“| tried to capture a mysterious and somewhat foreboding mood with the 
lighting and by utilizing large areas of dark shadow,” says Grant Hillier. 


Whereas the revolution room, /eft, is where Connor monitors the unfolding 


conflict. “The props are meant to reflect real world spaces and events 


occurring during that specific time period,” Hillier adds. 
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>> THE BATTLE AT SEA is perhaps the most radical new component of Assassin’s 
Creed III, with Connor commanding his own vessel — the Aquila — and sailing into several 
key naval battles of the American Revolution. Here the game enters very unfamiliar and 
as Art Director The Chinh Ngo explains, “The ocean, on an unstable 
platform, everything is extreme. Extreme weather, extreme changes and effects, from one end 
to another. The changes in the weather are sudden; the ocean can be calm one moment and 


unpredictable territory, 


have huge waves the next. We played on those changes — extremes.” 


2 number of famous seaborne skirmishes, including the Battle of Chesapeake 
and events running up to the deaths of physician Dr. Benjamin Church and 


$ Biddle. In the words of Matt Turner, the naval battles fought are “Completely different 
Assassin combat in every way.” 
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>> Tempestuous weather conditions heighten the drama of battles fought at sea. 
According to Matt Turner, “All weather impacts the player. The strength of wind affects 
speed and navigation. Waves can capsize and swamp the ship, fog decreases visibility, 
and rain dampens sound. Combinations of all this — storms — have huge impacts on the 


player experience.” 


Navigating the high seas ca 


full height of its 


wise to expect th 


>> LINSAFE HA 
NSAFE HAVENS 


Respite and secure anchorage in calmer waters, although trouble 


looms as the sky darkens and a storm rolls in. Below: A lighthouse 


marks a sea arch on the North American coastline, but not the 
jagged rocks that await careless or unwary sailors. “Each region 
has its particular combination of water color and cloud coverage,” 


says Max Qin. 
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4 selection of ships and a belowdecks view of the Aquila 
— below left. The naval battles of Assassin’s Creed |] 
2re fought by gunboats, frigates, schooners, and Man- 


far, but Connor’s ship stands apart. “There is a twist 
ant-garde,” says The Chinh Ngo. “The silhouette 
aster, more defined. There is Connor’s element, the 
'e incorporated, but still very believable. It is Connor's 


vature incorporated into the ship.” 


Desolate wrecks and scuttled ships are a melancholy sight when 
washed ashore on windswept beaches or set against moonlit skies, 
although the image above is actually a study for a stealth mission. 
Meanwhile, artist Guang Yu Tan explains the purpose of the image 
left, “This target piece represents the specific rocks and weather 
of the North American coast. The use of weather phenomena 


complements the water and provides depth.” 


n, although Connor is equally deadly in either environment. 


encounters are less frequent in this section of Assassin’s 


ion takes the place of free-running and 
@ mainstay of combat scenes. 
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